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The present research was designed to examine the effectiveness of a jumbled-texts 
game to teach writing descriptive texts. It was a pre-experimental study. The 
subjects were Year-7 students of SMPN 21 Pontianak in Academic Year 
2017/2018. Jumbled texts game is an activity to improve students’s writing 
descriptive text. This game helped the students of SMPN 21 Pontianak in 
organizing the generic structure of a descriptive text. The sample of this research 
was 40 students in class VII A. The data revealed that jumbled texts game is an 
effective technique that can be used by the teacher as an intereting way to teach 
writing descriptive text in the class. The findings showed that a jumbled-texts 
game improved the students’ skill in writing a descriptive text. The student’s 
mean score of pre test was 52.37 and the student’s mean score of post test was 
63.37. furthermore, the effect size of the treatment was 0.83. It is categorized as 
highly effective since it is higher than 0.8. the teacher might need some 
appropriate variations in apllying this game depending on the situation and 
condition found in the classroom. 
 




Writing is one of the language 
skills. It is important for students to learn it 
at school because it is considered as an 
important aspect for every student in 
learning English. It is functional for various 
purposes. It is a way to produce language 
and to express ideas, feelings, and opinions 
(Harmer, 2004).Writing helps students to 
organize their ideas and represents their 
ideas through a written text. It also helps 
students to describe and proceed 
information well. Oshima & Hogue (1982) 
claimed that writing is a activity that 
develop during period of time. It means that 
in the process of writing the writer already 
knew what they were thinking and how 
they were going to write down their ideas. 
In language teaching, writing 
provides the students with an opportunity to 
communicate with the reader in a written 
form. Students can also express what they 
have learned in learning activities, for 
example, they can write a narrative text to 
tell a story to their friends or descriptive 
text to describe a particular person, place, 
or thing. Writing is a process that is often 
heavily influenced by the constraints of the 
genre then these elements have to be 
present in learning activities (Harmer, 
2004). Through writing we can share our 
ideas, feeling or anything that exist in our 
mind. Writing also gives an opportunity for 
students to use language. 
In teaching writing, teacher 
plays an important aspect. Teacher 
need to be a motivator that create the 
right conditions for students to generate 
ideas and persuade them of the 
usefullness of the activity. The teacher 
has to be ready to supply information 
and language when it is necessary. In 
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order to learn how to write fluently, it is 
necessary consider the process of 
writing involves in producing a good 
quality final piece of writing that 
conclude the elements of writing. 
According to Heaton (1988), the 
elements of writing are grammar, 
vocabulary, mechanics, coherence and 
form/organization. Teacher also need to 
respon possitively and encouragingly to 
the content of students’ writing. 
During a teaching and learning 
process, the learning atmosphere plays an 
important role. It is a crucial part of 
classroom management to support teaching 
and learning process. The fun atmosphere 
of the classroom may help the students 
improve their learning. A teacher can create 
a fun atmosphere through a game. It adds 
variation to a lesson and increases the 
students’ motivation by providing a 
plausible incentive to use the target 
language (Lewis, 1999). Game also 
provides language practice in various skills, 
help the students to make and sustain the 
effort of language, challange and motivate 
the students. 
Fun learning may be effective for 
students to be creative and active in class. A 
game is one of the media that can be 
applied in language teaching and learning. 
All people like games but the different age 
groups may require different material 
topics, competencies, and models of the 
game. 
A descriptive text describes the 
characteristics of a person, place, or thing. 
Hammond cited in Awalta (2015) defines a 
descriptive text as the text that is 
generically structured of identification and 
description. Identification is a general 
opening showing a statement in the first 
paragraph or the first sentence that 
introduces the subject of the description to 
the audience. Besides, it can give the 
audience brief details about when, where, 
who, or what of the subject described. A 
description is a series of a paragraph about 
the subject of which each paragraph usually 
begins with a topic sentence. The topic 
sentence previews the details that will be 
contained in the rest of the paragraph. The 
description can be the physical appearance 
of the subject like the degree of beauty, 
excellence, or value, and other 
characteristics of a subject like the 
uniqueness of the special aspects that the 
subject has. 
The jumbled-texts game is an 
activity played in a teaching-learning 
process. The jumbled words mean the 
mixture of words in a randomized way or in 
a confusing or untidy group of words. Thus, 
the jumbled texts refer to a group of 
jumbled sentences that must be arranged 
into meaningful messages. Besides, a game 
is a form of usual competitive play or sport 
with rules or pieces of fun. It can be 
concluded that the jumbled-texts game can 
be defined as an activity played in a 
teaching-learning process by rearranging 
the jumbled sentences into logical order 
messages by obeying the rules made by the 
teacher. This game can be used to test the 
students’ ability to organize the paragraphs, 
verses, sentences, or even half-sentences 
into the logical organization of ideas. 
Kaplan cited in Ni’mah (2013) states that 
students’ ability is tested in organizing the 
sentences or paragraphs into logically 
organized ideas through a scrambled 
paragraph. When the students are asked to 
arrange the jumbled paragraph into a 
meaningful and logical message, they are 
compelled to understand the ideas in each 
separated part of the paragraph to enable 
them to arrange the paragraph into a logical 
order of ideas. A jumbled texts game uses 
one or more texts that will be re-arranged 
by students into a good text. This game 
helps the students to think logically and to 
make the sentences appropriately identified 
and described. It may help the students 
enrich the vocabulary, help the students 
learn, and arrangea piece of information. It 
also helps students more active and 
interested in a class by creating a good 
atmosphere (Puspaning, 2019). 
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It is important to consider how to 
cut up a text. Wright, Betteridge, & Buckby 
(2006) mention: 
a. The text may be an article, a story, a 
joke, a poem, a letter, an essay, an 
argument, etc. 
b. The text can be cut into paragraphs, 
verses, sentences, or even half 
sentences. 
c. Interest is added if illustrated texts are 
chosen. 
d. The game can be graded in difficulty by 
the text’ chosen, the number of pieces of 
the text is cut into, the degree to which 
pictures (if there are any) help to give 
more explanation of the text. 
 
According to Wright et al (2006) 
procedures of jumbled texts game are as 
follows: 
a. Divide the class into groups of about 
four learners. 
b. Give one envelope of jumbled text 
components to each group, then 
c. Ask the learners to read each of the 
pieces and place them in the correct 
sequence. 
d. Each group may report its work to the 
teacher if it is done, so the teacher can 
catch the time of each group. 
e. The teacher checks each group 
sequence. 
f. The first group to finish with a correct 
sequence is the winner. 
 
Teachers can do some variation to make the 
game more challenging by mixing two or 
more text: 
a. Give one piece of the text to each 
learner. 
b. Invite the learners to walk about in the 
classroom, reading out the words in their 
own piece of the text, and listening to 
those of their fellow learners. 
c. Ask them to arrange themselves in a line 
or a circle according to the sequence in 
which they think their pieces appear in 
the text. 
d. When they are ready, asking the 
learners, in turn, to read out their piece 
of text. 
 
Referring to the observation found 
in SMP Negeri 21 Pontianak, the Year-7 
students were poor at the concept and the 
skill of writing descriptive texts. The 
students only had limited vocabulary, 
limited concept of descriptive texts, and 
poor at grammar as well as spelling. 
Students got difficulty in constructing ideas 
for a descriptive text consisting of 
identification and description. Teaching 
writing in SMP Negeri 21 Pontianak is 
mostly dominated by tasks based on 
textbooks or worksheets. One way to settle 
down the above-mentioned problems was 
by applying a jumbled-texts game. 
In reference to the above 
explanation, it is significant to conduct a 
pre-experimental study. The study was 
conducted on Year-7 of SMP Negeri 21 
Pontianak in Academic Year 2017/2018 to 
find out whether or not the use of a jumbled 
texts game is significant to teach writing. 
 
RESEARCH METHODOLOGY 
This research aim was to find out 
whether or not the use of jumbled texts 
game is significant to teach writing. To 
achieve the aim of the research, the 
researcher used quantitative research. This 
research has been done by giving pre-test, 
treatment, and post-test to the students. 
 
Pre-Test 
A pre-test has been given to check 
students' achievement in writing descriptive 
text before the researcher gives the 
treatment. The teacher gave the students 
test in the form of an essay. In this test the 
students asked to write their own 
descriptive texts. The objectives of the test 
consist of content, organization, 
vocabulary, language use, and mechanics. 
 
Treatment 
In the treatment process the teacher 
divided students into groups and did the 
4  
 
treatment. In this research, the researcher 
divided the text into some sentences as 
the material used in the game. The 
descriptive text would be divided into 
two parts which are identification and 
description part. The sentences in 
identification part would not be divided 
any further. In description part, the 
researcher divided it into some 
sentences. 
The teacher asked the students to 
pay attention to the jumbled sentences 
given for each group.The students had to re-
arrange the jumbled sentences into a good 
descriptive text starting at the time that 
teacher instructs. The students should not 
make any communication out of their 
groups. Each group should report their 
work to the teacher if it is done, so the 
teacher can catch the time of each group. 
The first group that come up with correct 
answer become the winner. After all the 
students have finished doing the exercise, 
that consists of an amount of students. In 
this research, the researcher took VII A 
class that consist of 40 students as the 
sample. The researcher used 
measurement techniques to measure 
students' ability in writing descriptive text 
before and after the treatment. 
The researcher used a written test in 
the form of an essay. Measurement 
technique was a technique to collect 
quantitative data of reserach in form of 
score. Before it is used to collect the data, 
the test is written based on the table of item 
specifications to measure the test validity. 
In order to answer the research 
problem and the hypothesis, the researcher 
calculated the students' mean score of pre- 
test and post-test. After calculating the 
mean score of pre-test and post-test, the 
data were analyzed by t-test formula and 
effect size formula. 
 
1. The formula to analyze the mean score 
of pre-test and post-test 
they check their answers together guided by ̅?̅̅?̅̅ = 
∑ 𝑋̅̅1 .... (1) 
the teacher's explanation to find difficulties 
in doing the task. To see their 
understanding of a descriptive text by using 
a jumbled text game, the teacher asked 






















(Siregar, 2015, p. 152) 
After the researcher gave the 
treatment several times, a post-test was 
given. The researcher used a written test in 
the form of an essay to measure the 
students' achievement in writing descriptive 
text. In this research, the writer focused on 
how to write descriptive text with five 
aspects. The five aspects are content, 
organization, vocabulary, language use, and 
mechanics. In   this   post   test   the 
students asked to write their own 
descriptive texts. 
. 
The popolation of this research 
were the year-7 students of SMP Negeri 21 
Pontianak. This research conducted in a 
single classroom as a sample of this reserch 
X1 : measurement data of pre-test 
Y2 : measurement data of post-test 
n : number of respondents/data 
 
2. The formula to analyze the students' 
different score of pre-test and post-test 
D = X2– X1 .................... (3) 
 




D   : students’ different score 
X1 : score of students’ pre-test 
X2 : score of students’ post-test 
 
3. The formula to analyze the standard 













Research findings cover the answer 
to the previous research problem. This is to 





(Ary, Jacobs, & 
Sorensen, 2010) 
treatment to the students' writing. Since the 
treatment affected significantly students' 
writing achievement, the further question is 
what the size of the effect is. Therefore, 
S : standard deviation 
ƩD: the total sum of students' different 
score 
ƩD² : the total sum of squared students' 
different score 
N : total number of students 
 
4. The t-test formula 
 
(Ʃ𝐷) 
below are the findings answer to those two 
questions. 
 
1. The mean of pre-test and post-test 
score 
The pre test given as the first 
test before the treatment. The pre test 
would be done to know the student’s 
level before treatment process. Based 
on the result of the pre-test showed the 
     𝑁  




.... (5) students' score was considered poor. 
Their avarage  score was  52.37 (fifty 
(Ary, Jacobs, & Sorensen, 
2010, p. 177) 
 
Legends: 
t : t-test 
S : standard deviation for one sample 
t-test 
ƩD : the total sum of the difference 
score 
N : total number of students 
 
5. The effect size formula 
two point thirty seven). 
The post test was 
administrated after giving some pre 
test and several treatments. The post 
test is also considered as the final 
evaluation of students’ writing 
descriptive text using jumbled texts 
game. The post test was conducted 
after the treatment. The result of the 
post-test was 63.37 (sixty three point 












.... (6) 2. The different score of pre-test and 
post-test 
The result of students' different 
scores in pre-test and post-test was 11. 
ES : effect size 
t : t-test 
N : the total number of students 
Table 1: The criteria of Effect Size 
Effect Size Classification 
 
ES ≤ 0.2 Low 
 
0.2 < ES < 0.8 Moderate 
ES > 0.8  High 
 
 
RESEARCH FINDINGS AND 
DISCUSSION 
It was the result of the total mean score 
of the post-test minus the total mean 
score of the pre-test. This is used to 
find out how big the difference 
between pre-test and post-test. 
 
3. The standard deviation value of pre- 
test and post-test 
The result of the standard 
deviation is to indicate the extent of 
deviation for a group as a whole. 
Based on the mean score of pre test 




measured. The standard deviation 
score of pre-test and post-test was 
12.16. 
 
4. The effect size 
The effect size aimed to give a 
concrete sense of whether a difference 
between pre-test and post-test is 
meaningfully large, independent of 
whether the difference is statistically 
significant.The effect size calculates 
the magnitude of mean differences of 
the treatment and the result was 0.83 
(zero point eighty three). It can be seen 
from research findings that the effect 
size of using jumbled text game 
classified as high effect. 
 
Hypothesis Testing 
The research findings show that the 
effect size of teaching writing using 
jumbled texts game to Year-7 students of 
SMPN 21 Pontianak in Academic Year 
2017/2018 is 0.83. This effect size is bigger 
than 0.8. It is categorized as a high effect. It 
means that the higher of the effect size 
value, the higher the effectiveness of 
teaching writing descriptive text using 
Jumbled texts. It proves that this game has a 
positive effect on the student’s writing 
achievement. Therefore, the alternative 
hypothesis of this research “The 
effectiveness of using jumbled texts game 
is effective in teaching writing is high if the 
effect size is more than 0.8” was accepted. 
 
Discussion 
The purpose of this research is to 
find out wheather the use of jumbled texts 
game is effective in teaching writing to 
year-7 students of SMPN 21 Pontianak in 
academic year 2017/2018. Based on the 
data analysis the researcher found out that 
the students of VII A class was influenced 
by the process of the treatment given. 
In conducting this research, 
researcher took five meetings. The first 
meeting was held on September, 19th 2017. 
In this meeting, the writer gave the students 
pre-test for measuring students’ skill in 
writing descriptive text before the 
treatment. The pre-test was given 20 
minutes to do the test items. The result of 
the pre test which had been computed by 
the researcher had the mean score that was 
52.37. 
After conducting the pre test, the 
researcher conducted three times treaments 
to the research sample. In the treatments, 
the researcher applied the jumbled text 
game to improve students’ writing 
achievement. In the first treatment, the 
teacher divided the students into 7 groups 
and each group had 5 or six members and 
asked them to pay attention on the envelope 
given to each groups. Each envelope 
consists of jumbled sentences. After 
finished re-arranging the text, the faster 
group with the right answer would be the 
winner and had a chance to present their 
answer. The students were seen little bit 
confused and took a long time in order to 
do the game. It was because they were lack 
at vocabulary, as basic skill that should be 
mastered by the students before beginning 
to write, so they need dictionary. In the 
second and third treatments, the writer 
found that the students started to enjoy 
writing activity. The treatments were 
writing descriptive text using jumbled texts 
game. In this process the students were 
asked to re-arrange the jumbled sentences 
into logical order by understanding the 
whole text. Students did not only find new 
information about the text but also new 
vocabulary. 
After did the game every members 
of the group had to write the re-arranging 
text given. They had to give attention to 
five aspects which are content, 
organization, vocabulary, language use, and 
mechanics. Then after that the students had 
to write their own simple descriptive text. 
Some students seemed to have difficulties 
in writing their own descriptive text. The 
teacher tried to help them by showing again 
the re-arranging jumbled text, explaining 
them that they have to start writing 
identification, go on with the description.by 
looking at the re-arranging jumbled text the 
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students were helped to start writing. 
Finnaly they got the idea and write their 
own descriptive text more easily. Some 
other students seemed to enjoy their 
writing, especially those who were diligent 
and like to cooperate with their other 
friends. They got no significant difficulty 
after understanding the jumbled text game. 
The game was really helpful to give the 
idea of writing descriptive text, in term of 
the geniric structure and the content. 
After finished conducting the 
treatment, the researcher conducted the post 
test. Based on the computation result, the 
mean score of the post test was 63.37. it 
showed that scores of students’ 
achievement of descriptive text in post test 
improved than in the pre test. It means that 
jumbled texts game are able to improve 
students’ writing achievement 
From the data findings and 
discussion, the researcher had some 
important points to be discussed. The 
implementation of jumbled text games 
could improve students writing 
achievement in descriptive text. Jumbled 
text game made students get the idea to 
write their descriptive text and understand 
the generic structure and language featured. 
It is in line with Kaplan's statement that the 
students' ability in organizing sentences or 
paragraphs is tested through scrambled 
paragraphs (cited in Ni’mah, 2013). By re- 
arranging jumbled texts students can 
distinguish which sentence is identification 
or description. The teacher also gave some 
information relating to the topic as the 
stimulus to motivated the students to freely 
express their ideas and thought in writing. 
The researcher also found that the 
students started to enjoy writing activities. 
It is related to Puspaning statements about 
the advantages of the Jumbled texts game 
that students can be more active and 
interested in class (Puspaning, 2019). 
In this game, the students worked 
in a group to re-arrange the text given. 
Group discussion involved the exchange of 
ideas with each other. It helped students to 
increase their understanding of the text and 
also motivated them to speak up their 
thoughts without the fear of failure. Based 
on the data findings, the writer concluded 
that this research was successful to improve 
students' writing achievement on the 
descriptive text to Year-7 students’ of 
SMPN 21 Pontianak. 
Even though the use of jumbled 
texts game is effective in teaching writing 
descriptive text there were some obstacles 
in applying jumbled texts game in class. 
The first obstacle was that the students did 
not take it seriously when they were 
working in groups. Some students only 
played and talked about something out of 
the subject learned. As a result, the group 
became less effective. The second obstacle 
was some students are very lack of 
vocabulary. They tend to use the wrong 
words. They also took a long time to think 
about what they wanted to write. Although 
the reseracher found that the effectiveness 
of using jumbled texts game in teaching 
descriptive text is high, Jumbled texts game 
cannot cover grammar issues. In order to 
cover it, the teacher had to give the students 
more explanation about material given. 
 
CONCLUSION AND SUGGESTIONS 
Conclusion 
Based on the research findings and 
discussion, it can be concluded that the 
implementation of the Jumbled texts game 
to improve students writing achievement on 
the descriptive text was effective as it gave 
a positive effect to the students' writing 
achievement. Jumbled texts game helped 
the students in finding their idea to write 
their text and organizing the generic 
structure and language featured. It also 
motivated them during the teaching- 
learning process It is supported by the 
increased in the mean score. The mean 
score of pre-test is 52.37 and the mean 
score of post-test is 63.37. It means the 
interval of pre-test and post-test is 11. The 
effect size (Es) of using jumbled texts game 
in teaching writing descriptive text is 0.83. 
It is categorized as “high effect” because 
the effect size is higher than 0.8. 
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Referring to the research findings 
and analysis of students' test results, the 
researcher believed the alternative 
hypothesis of this research was proved: " 
The use of jumbled texts game affects 
significantly to teach writing to Year-7 




Based on the data analysis of the research 
and the conclusion, the writer would like to 
give some suggestions as follows: 
a. The English teachers are suggested to 
used Jumbled texts game as an 
alternative technique in teaching 
writing descriptive text since the result 
showed that it was significantly 
effective. Moreover, this technique can 
be used to engage the students to the 
teaching learning process as it creates 
fun atmosphere. 
b. The teacher are suggested to be 
selective in choosing the material for 
the game that approproate with 
student’s academic level.. 
c. The teacher is suggested to manage the 
class by approaching them one by one 
to make sure every student did the 
game and task seriously. 
d. The teachers are suggested to allow the 
students to use a dictionary to help 
those who have a limitation of 
vocabulary. 
e. The teacher is suggested to help the 
students who have difficulties in 
finding the idea of writing descriptive 
text to eliminate the time used. 
f. The teacher should give the students an 
extra explanation of grammar used in 
descriptive text 
g. The other teacher or researcher are 
recommended to develop further 
research using some variations or 
different kind of text in order to 
conduct a better research. 
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